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Coupon redeemable only directly from Datasoft® at address on reverse side. 

I am enclosing proof of purchase from__, 

Name of Game 

and a check/money order for $4.95 for shipping and handling. 

Please send me___as my free game. I have a 

_computer. 


Name 

Address 


City 


State 


Zip 









DATASOFT® “BUY 1 GET 1 FREE” OFFER 


1. Purchase any 1 of the following Datasoft prod¬ 
ucts between November 1,1986 and January 31, 
1987. 

The Neverending Story 

Theatre Europe 

Mind Pursuit 

Crosscheck 

Mercenary 

221 B Baker Street 

Gunslinger 

Video Title Shop 

Alternate Reality-The City 

Alternate Reality-The Dungeon 

2. Send your original dated receipt, the proof of 
purchase tab or game screen from the back of 
the box, and this coupon to: 

Datasoft 

Buy 1 Get 1 Free 

19808 Nordhoff Place, Chatsworth, CA 91311 

Please enclose $4.95 for shipping and handling 
(check or money order only). 


3. Choose from any of the following games as 
your free game from Datasoft: 


Pac Man 
Pole Position 
Mr. Do! 

Bruce Lee 


Dig Dug 
Conan 

The Goonies 
Zorro 


4. Envelope must be postmarked no later than 
February 28,1987. Allow 6 to 8 weeks for delivery. 
Offer void where prohibited, taxed or otherwise 
restricted. IntelliCreations is not responsible for 
lost, misdirected or delayed mail. 


5. No rain checks or other price/product 
guarantees made by retailers will be honored. 


6. This offer is exclusive and no other promotion 
offers made by Datasoft will apply to this game 
purchase. 

7. Datasoft reserves the right to substitute prod¬ 
uct, based on availability, and change the terms 
and rules of this offer without notice. 



Datcuoft® 

Frequent Buyer Program 
ENROLLMENT CARD 


Name 

Address 

City 

State 

Zip 

Phone (Day) 

(Evening) 


1 have a 


compute/ with the 


following peripherals 













Dat<\$oft 

Frequent Buyer Program 

19808 Nordhoff Place 
Chatsworth, CA 91311 



REQUIREMENTS 


CROSSCHECK™ 

Apple II® SERIES REFERENCE CARD 


• Apple II series Computer 

• Compatible disk drive 

• TV or video monitor 

• Joystick (optional 

GETTING STARTED 


CROSSCHECK game disk 
CROSSCHECK Clue Library 
(optional, purchase separately) 
Blank, formatted disk 
(save-game disk, optional) 


1. Turn off computer, connect Joystick, and turn on power to TV or monitor. 

2. Insert CROSSCHECK disk into drive and close the door (if you want to use 
a save-game disk, use Apple DOS 3.3 to format a blank diskbefore you load 
the game). 

3. Turn on computer. The game loads and runs. 

GAME CONTROLS AND INDICATORS 


Press SPACE BAR to stop die rolling. Use the controls below to look at the 
board or the Overview at any time after stopping the die or to place an answer 
on the board. Type answer to clue and press RETURN (use < — [left arrow] 
to erase any errors before pressing RETURN). 


KEYBOARD: 

CTRL I 

A 

CTRL J <^— J -> CTRL L 

V 

CTRL K 


JOYSTICK: 


Up 

A 


Left <— 

* 


-> Right 


Down 


SPACE BAR to rotate word JOYSTICK BUTTON to rotate word 

When word is placed to your satisfaction, press RETURN. 

To see an Overview of the entire board, press the ESC key. Move the high¬ 
lighter square using the Joystick or the CTRL plus I, J, K, L keys as above. To 
move the highlighter square directly to the Home Bases, use CTRL key with 
the W (top), A (left), D (right), S (bottom) keys. Press CTRL E to move to the 
center of the screen. ESC or the JOYSTICK BUTTON takes you back to the 
game screen. 

Press CTRL R to re-start the game. 

Press P to Pass while placing a word (see “Strategy” for more information on 
Passing). 

Save a game by pressing CTRL Q. Answer Y to the prompt ARE YOU SURE 
YOU WANT TO QUIT? Remove the CROSSCHECK disk from the drive, insert 
your save-game disk, and follow the prompts. 

CREDITS: Programmed by Tom McWilliams 

Documentation by Kathi B. Tremblay 



CROSSCHECK™ 

IBM®PC REFERENCE CARD 


REQUIREMENTS 

. IBM PC (128k) • Supplemental CROSSCHECK 

• TV or video monitor Clue Library (optional) 

. IBM DOS * Blank, formatted disk 

. CROSSCHECK game disk (save-game disk, optional) 

Note: CROSSCHECK does not require a graphics card. Without a graphics 
card, the game has a somewhat different appearance than with one. 
Gameplay is the same. 

GETTING STARTED 

1. Turn off computer and turn on power to TV or monitor. 

2. Insert DOS disk and turn on computer (if you want to use a save-game 
disk, use DOS to format a blank disk). 

3. When A> appears on the screen, remove DOS disk. Insert CROSS¬ 
CHECK game disk, type XCHECK, and press RETURN. The game loads 
and runs. 

GAME CONTROLS AND INDICATORS 

Press SPACE BAR to stop die rolling. Type answertoclue and press RETURN 
( US e <;— [backspace key] to erase any errorsbefore pressing RETURN). To 
place word on board (arrows indicate cursor keys on number pad): 



Move word Up 

1 

V 

Move word Down 

<- 

Move word Left 

-> 

Move word Right 

PgUp 

Page Up 

PgDn 

Page Down 

CTRL <- 

Page Left 

CTRL 

-> Page Right 

FI 

Player One’s Home Base 

F2 

Player Two’s Home Base 

F3 

Player Three’s Home Base 

F4 

Player Four’s Home Base 


HOME - Center of Board 

When placing a word, indicate the direction you want it to be read by typing L 
(left to right), R (right to left), D (top to bottom), or U (bottom to top). Once the 
word is placed to your satisfaction, press RETURN. 

To see an Overview of the entire board, press CTRL HOME (without a 
graphics card, the Overview is only an approximate picture of the game 
board). Any key takes you back to the game. 

Press CTRL RETURN to Pass while placing a word (see “Strategy” for more 
information on Passing). 

Save a game by pressing CTRL END. Prompts let you choose to save the 
game, start a new game, or end the game and exit to DOS. Make your selection 
and follow the prompts. 

CREDITS: Programmed by David Childs and Jack James 
Documentation by Kathi B. Tremblay 








Dabtyoft® 

FREQUENT BUYER PROGRAM 

Every time you buy a Datasoft game, you’re closer to 
receiving a valuable gift. It’s our way of saying “Thank 
you” for your loyalty and support. 

Here’s how the program works: 

1. Fill out the enclosed Frequent Buyer Program Enroll¬ 
ment card that’s enclosed in this package and send it 
to us. This card will enroll you in the program and only 
needs to be sent ONCE. 

2. Keep the enclosed Frequent Buyer Program Coupon in 
a safe place. 

3. When you have 7 Frequent Buyer Coupons saved, you 
can send them all to us and receive a catalog of over 
100 beautiful gifts valued at up to $20. A gift certificate 
comes with the catalog. Fill in all the information and 
send it to the address on the Certificate and your gift 
will be sent to you. 

4. If you plan to buy more Datasoft games (and we hope 
you do), hold your coupons until you have 10, and 
you’ll get a catalog of gifts valued at up to $25. For 14 
coupons, the gifts will be worth as much as $50. 

These gift catalogs have items for everyone in the family, 
including tools, household items, camping equipment, 
toys, luggage and sporting goods. 

So begin saving your coupons now and join our Frequent 
Buyer Program. At Datasoft, loyalty pays. 



Crosscheck™ Library Disk 
ORDER FORM 


Name _ 

Address_ 

City_State_Zip_ 

I have a _Commodore_Atari _Apple_ IBM computer. 

Quantity 

_Crosscheck Children's Library Disk @ $14.95 $_ 

_Crosscheck Adu It Library Disk @ $14.95 $_ 

Postage & Handling. $ 2.00 

Sub-Total $_ 

Sales tax - California Residents Only @ .97 ea. $_ 

TOTAL $_ 

Check or money order only. We cannot accept credit card orders. 

Mail to: 

DATASOFT 
Customer Service 
19808 Nordhoff Place 
Chatsworth, CA 91311 

















PLACE 

STAMP 

HERE 


DATASOFT 

19808 NORDHOFF PLACE 
CHATSWORTH, CA 91311 


-fold here-- 

PRODUCT REGISTRATION CARD (Continued) 

10. How much time has passed between the purchase of your computer system and the 

purchase of this product? □ Purchased with computer □ 60 Days 

□ 2 to 6 Months □ 6 to 12 Months □ 1 Year and over 

11. Which of the following influenced your decision to buy this product: (CHECK all that apply) 

□ TV commercial □ Radio commercial □ Newspaper □ Magazine 

□ Salesperson □ Friend or relative □ Just saw in store □ Other_ 

(SPECIFY) 

12. How would you rate the product overall? (CHECK ONE) 

□ Excellent □ Very good □ Satisfactory □ Not so good □ Poor 

13. How would you rate the instructions/documentation? (CHECK ONE) 

□ Excellent □ Very good □ Satisfactory □ Not so good □ Poor 

14. What is the primary use of your computer?_ 


15. Suggestions: 


>1 72647 


Dalcjsoft® 

PROGRAMMER’S OPPORTUNITY 

Are you an experienced, assembly-language programmer? Have you 
written an original program that you would like INTELLICREATIONSto 
market? Do you have a terrific concept that would make a great computer 
product? If you answered “yes” to any of these questions, then we’d like 
to talk with you! 

INTELLICREATIONS is actively seeking experienced programmers, 
state-of-the-art programs, and program concepts for the Apple, Atari, 
Commodore, IBM PC/PCjr, and other personal computers. 

If you are a PROGRAMMER: 

INTELLICREATIONS continually considers qualified applicants to add 
to our in-house programming staff. Qualified applicants have extensive 
machine-language experience on the computers listed above and are 
able to work individually or on teams. Responsibilities include developing 
arcade-style, adventure, and educational games and home management 
software for marketing through INTELLICREATIONS’ extensive domes¬ 
tic and international distribution channels. Also, INTELLICREATIONS 
reguarly licenses well-known arcade games, cartoon characters, and 
other instant recognition names for product development. 

If you have a PROGRAM or CONCEPT: 

INTELLICREATIONS continually evaluates programs and concepts 
which authors submit for our review. Evaluation criteria include: original¬ 
ity of concept, utilization of graphics and sound, playability, user- 
friendliness and over-all appeal. We review submissions as quickly as 
possible and take great care to ensure complete confidentiality and 
protection for your product or concept. 

INTELLICREATIONS, a leading marketer of personal computer soft¬ 
ware, can offer you opportunities that no other software company can. 
So—if you’re ready to join one of the top names in personal computer 
software, contact our Marketing Projects Manager at: 

INTELLICREATIONS, INC. 

19808 Nordhoff Place 
Chatsworth, CA 91311 
(818) 886-5922 





















LIMITED WARRANTY 

THIS SOFTWARE PRODUCT AND THE ACCOMPANYING INSTRUCTIONAL MATE¬ 
RIALS ARE SOLD “AS IS,” WITHOUT WARRANTY AS TO THEIR PERFORMANCE. 
THE ENTIRE RISK AS TO THE QUALITY AND PERFORMANCE OF THE COMPUTER 
SOFTWARE PROGRAM IS ASSUMED BY THE USER. THE USER, AND NOT THE 
MANUFACTURER, DISTRIBUTOR OR RETAILER ASSUMES THE ENTIRE COST OF 
ALL NECESSARY SERVICE OR REPAIR TO THE COMPUTER SOFTWARE 
PROGRAM. 

HOWEVER, TO THE ORIGINAL PURCHASER ONLY, INTELLICREATIONS WAR¬ 
RANTS THAT THE MEDIUM ON WHICH THE THE PROGRAM IS RECORDED WILL BE 
FREE FROM DEFECTS IN MATERIAL AND FAULTY WORKMANSHIP UNDER NOR¬ 
MAL USE AND SERVICE FOR A PERIOD OF ONE HUNDRED AND EIGHTY (180) DAYS 
FROM THE DATE OF PURCHASE. IF DURING THIS PERIOD A DEFECT IN THE 
MEDIUM SHOULD OCCUR, THE MEDIUM MAY BE RETURNED TO INTELLICREA- 
TIONS OR TO AN AUTHORIZED I NTELLI CREATIONS DEALER, AND INTELLICREA¬ 
TIONS WILL REPLACE OR REPAIR THE MEDIUM AT I NTELLI CREATIONS’ OPTION 
WITHOUT CHARGE TO YOU. YOUR SOLE AND EXCLUSIVE REMEDY IN THE EVENT 
OF A DEFECT IS EXPRESSLY LIMITED TO THE REPLACEMENT OR REPAIR OF THE 
MEDIUM AS PROVIDED ABOVE. TO PROVIDE PROOF THAT YOU ARE THE ORIGI¬ 
NAL PURCHASER, PLEASE COMPLETE AND MAIL THE ENCLOSED PRODUCT 
REGISTRATION CARD TO INTELLICREATIONS. 

IF FAILURE OF THE MEDIUM, IN THE JUDGEMENT OF INTELLICREATIONS, 
RESULTED FROM ACCIDENT, ABUSE OR MISAPPLICATION OF THE MEDIUM, 
THEN INTELLICREATIONS SHALL HAVE NO RESPONSIBILITY TO REPLACE OR 
REPAIR THE MEDIUM UNDER THE TERMS OF THIS WARRANTY. 

THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL OTHER EXPRESS 
WARRANTIES AND NO IMPLIED WARRANTIES OR MERCHANTABILITY AND FIT¬ 
NESS FOR A PARTICULAR PURPOSE OR ANY OTHER WARRANTY OBLIGATION ON 
THE PART OF INTELLICREATIONS SHALL LAST LONGER THAN ONE HUNDRED 
EIGHTY (180) DAYS. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG 
AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO 
YOU. IN NO EVENT SHALL INTELLICREATIONS OR ANYONE ELSE WHO HAS BEEN 
INVOLVED IN THE CREATION AND PRODUCTION OF THIS COMPUTER SOFTWARE 
PROGRAM BE LIABLE FOR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES, 
SUCH AS, BUT NOT LIMITED TO, LOSS OF ANTICIPATED PROFITS OR BENEFITS 
RESULTING FROM THE USE OF THIS PROGRAM, OR ARISING OUT OF ANY 
BREACH OF THIS WARRANTY. SOME STATES DO NOT ALLOW THE EXCLUSION OR 
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE 
LIMITATION MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS, AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM 
STATE TO STATE. 

The user of this product shall be entitled to use the product for his/her own use, but shall 
not be entitled to sell or transfer reproductions of the product or instructional materials 
to other parties in any way. 

BACK UP POLICY 

In the event your diskette is damaged or destroyed, back up copies can be obtained at a 
cost of $7.50 each which includes postage and handling. Please include your name, 
address, phone number, computer type, proof of purchase (box or receipt), and dam¬ 
aged diskette along with your check or money order. We do not accept MasterCard or 
VISA. Send to customer service at the address below: 

INTELLICREATIONS, INC. 

Datasoft Customer Service 
Dept. B 

19808 Nordhoff Place 
Chatsworth, CA 91311 


PRODUCT REGISTRATION CARD 


Name 


MR. 


MS. 
Address 


City, State, Zip | 
Home Phone 


Bus Phone 


Date of Purchase_Name of Product_ 

1. My age: □ Under 12 □ 12 - 18 □ 19 - 25 □ 26 - 37 □ 38 - 55 □ Over 55 

2. My sex: □ Male, □ Female 

3. Marital Status: □ Married □ Not Married 

4. Who will use the product most frequently? □ I will □ Spouse □ Male child 

□ Female child □ Friend □ Business Associate □ Other__ 

5. Did you buy the product or did you receive it as a gift? □ Bought □ Received as gift 

a. If gift, please indicate sex and age of giver: □ Male □ Female 

□ Under 18 □ 19 - 25 □ 26 - 35 □ 36 - 50 □ 51 - 60 □ Over 60 

6. In what type of store was this product purchased? □ Computer store □ Department store 

□ Discount store □ Software only store □ Catalog showroom 

□ Bookstore □ Toy store □ Other __ 

7. I own a___computer with memory capacity of: 

MANUFACTURER MODEL 

□ 16K □ 32 K □ 48K □ 64K □ 128K □ 256K 


8. Which accessories do you: (check all that applY) 




Plan to Buy 



Plan to Buy 


Own 

Within Next 


Own 

Within Next 


Now 

12 Months 


Now 

12 Months 

a. Program Recorder 

□ 

□ 

d. Modem 

□ 

□ 

b. Disk Drive 

□ 

□ 

e. CRT Monitor 

□ 

□ 

c. Printer 

□ 

□ 

f. Other 

□ 

□ 


9. What types of products do you: (CHECK ALL that APPLY) 




Plan to Buy 



Plan to Buy 


Own 

Within Next 


Own 

Within Next 


Now 

12 Months 


Now 

12 Months 

a. Professional Research Tools 

□ 

□ 

g. Personal Finance & Record 



b. Business Management Tools 

□ 

□ 

Keeping 

□ 

□ 

c. Education-Adult 

□ 

□ 

h. Personal Interest 

□ 

□ 

d. Education-Student 

□ 

□ 

i. Access to Information 



e. Entertainment 

□ 

□ 

Services 

□ 

□ 

f. Programming Languages 



j. Other 

. □ 

□ 

(e.g. BASIC) 

□ 

□ 





(Continued on the reverse side.) 

















































































































CROSSCHECK™ 


ATARI® REFERENCE CARD 


REQUIREMENTS 

• Atari home computer (48k) 

• Compatible disk drive 

• TV or video monitor 

• Joystick (optional) 

GETTING STARTED 


CROSSCHECK game disk 
CROSSCHECK Clue Library 
(optional, purchase separately) 
Blank, formatted disk 
(save-game disk, optional) 


1. Turn off computer, remove all cartridges and connect a Joystick. 

2. Turn on power to TV or monitor and disk drive. 

3. Insert the CROSSCHECK game disk into drive and close the door (if you 
want to use a save-game disk, use Atari DOS to fomat a blank disk before 
you load the game). 

4. Turn on computer. The game loads and runs. 

GAME CONTROLS AND INDICATORS 

Press SPACE BAR to stop die rolling. Use controls below to look at the board 
or the Overview at any time after stopping the die or to place an answer on the 
board (use SHIFT key to move faster). Type answer to clue and press RETURN 
(use DELETE key to erase any errors before pressing RETURN). 

ARROW KEYS: JOYSTICK: 

Up 

A Move word Up v Move word Down ^ 

Left —> Right 

Move word Left -> Move word Right ^ 

Down 

SPACE BAR to rotate word JOYSTICK BUTTON 

to rotate word 

When word is placed to your satisfaction, press RETURN. 

To see an Overview of the entire board, press ESC. Move the highlighter 
square using the Joystick or the arrow keys. To move the highlighter square 
directly to the Home Bases, use CTRL key with an arrow key. Press CTRL 
RETURN to move to the center of the screen. ESC or the JOYSTICK BUTTON 
takes you back to the game screen. 

Press START to re-start the game. 

Press P to Pass while placing a word (see “Strategy” for more information on 
Passing). 

Save a game by pressing the OPTION key. Remove the CROSSCHECK disk 
from the drive and insert your save-game disk. Follow the prompts, pressing 
RETURN after ea’ch response. 

CREDITS: Programmed by Tom McWilliams 

Documentation by Kathi B. Tremblay 







D«tawft 

■ nAiir '^^'rnMDl IT P I 


COMPUTER SOFTWARE 


R INC ALL RIGHTS RESERVED. PROGRAM ©1986 IN- 
ALL RIGHTS RESERVED. CROSSCHECK™ IS A TRADEMARK 
JNDER LICENSE FROM TSR, INC. DATASOFT IS A REGISTERED 
irPFATlONS INC. 19808 NORDHOFF PL., CHATSWORTH, CA 





COMPUTER SOFTWARE 


“Software for people who aren’t easy to please. ” 

9421 Winnetka Ave., Chatsworth, California 91311 



















GAME INSTRUCTIONS FOR ALL COMPUTERS 

Written by Kathi B. Tremblay 

PREPARING TO PLAY 

Follow the directions on the Reference Card for loading CROSSCHECK into 
your computer. Once the game is loaded, you receive a series of prompts (the 
order in which you see these prompts may vary, depending on your 
computer.): 

RESTORE A SAVED GAME? If you havea previously saved game you wantto 
continue, remove the CROSSCHECK disk from the drive and insert your 
save-game disk. Type Y and press RETURN. Follow the prompts. If you don’t 
want to restore a saved game, leave the CROSSCHECK disk in the drive, type 
N at the prompt, and press RETURN. 

HOW MANY PLAYERS (1-4)? Type in the number of players and press 
RETURN. Type the players’ names, as prompted, and press RETURN after 
each. 

ARE YOU USING A JOYSTICK (Y/N)?* If you wish to play with a Joystick, 
type Y and press RETURN. For a keyboard only game, type N and press 
RETURN. 

INSERT CLUE LIBRARY DISK, IF DESIRED. To play with the CROSSCHECK 
game disk, press RETURN. To use a supplemental Clue Library, (purchase 
separately), remove the game disk and insert the desired Clue Library. Press 
RETURN. 

PLAY TO A TIME LIMIT, POINT LIMIT, OR TO HOME BASE (T,P,H)? Make 
your selection and press RETURN. Option H takes you directly to the game 
board. If you select T or P, enter the appropriate minutes/points, when promp¬ 
ted. You may select up to 120 minutes or 9999 points for play. Note: Selecting 
the high-end limit for these two options will probably result in a game that 
takes you all the way through from the Starting Bar to Home Base. 

* This prompt appears only on the Apple II® CROSSCHECK. It is unnecessary 
on any other version. 

GAMEPLAY AND RULES 

These instructions assume a Starting Bar to Home Base game (option H, 
above). Any differences in gameplay for the Time Limit or Points Limit games 
are discussed under “Strategy.” 

• Before beginning play, select a dictionary to be the authority in any 
disputes that may arise regarding synonyms and alternate spellings. 

• The CROSSCHECK game board is a diamond with a square in the 
center. This square has four colored (numbered on the IBM® PCgame) 
Starting Bars. At each corner of the diamond is a Home Base, color- 
coded (numbered on the IBM PC) to match aStarting Bar.Theobjectof 
the game is to build an unbroken chain of words connecting your 
Starting Bar and Home Base. Note: The only winning chain is one that 
connects the first word you place in the Starting Bar with your Home 
Base. 


• Press SPACE BAR to stop the die. The amount shown on the die (3-10) 
determines the number of letters your answer must have. Type the 
answer to the clue and press RETURN (correct any errors before press¬ 
ing RETURN). 

A die amount of 1 allows you to place a block. You may place a block 
anywhere on the board (see “Stratagy” for more details). 

Roll 2 and get a free letter. Select whichever letter is most useful to you 
and place it anywhere on the board (it must form a word, wherever it is 
placed). 

Synonyms: 

• If your answer doesn’t match the one shown on-screen, you’re prompted 
IS THIS A SYNONYM? You may give an answer that is correct, even 
though it isn’tthe answer contained inthegame. If your answer is correct 
or is a proper alternate spelling of the correct answer (refer to your 
dictionary), type Y and press RETURN. Ifthe answer is not a correct one, 
you lose your turn. Type N and press RETURN. 

Placing Word: 

• If you have a correct answer, you may place it on the board (see Ref¬ 
erence Card for controls). Your first answer must be placed on your own 
Starting Bar. Thereafter, place your answer anywhere on the board, 
provided it forms a valid word wherever it touches or crosses any other 
word. 


Correct: 

T 

ANSWER 
L E 

LITTLE 


Incorrect: 

T 

ANSWER 
L I T T LE 
L E 


Two-letter words, abbreviations, hyphenated words, proper nouns, and 
foreign words are allowed, if they appear in your dictionary. 

If your word crosses one of the diamonds on the game board, you 
receive an extra turn. 

You may place a word forward, backward, rightside-up, or upside-down: 

ANSWER REWSNA A R 

N E 

S W 

W S 

E N 

R A 





Challenge: 

• After a word is placed, there is a prompt to PRESS RETURN TO CON¬ 
TINUE. If the other players feel that the word placed on the board is 
incorrect, misspelled, or that it doesn’t form a valid word with one of the 
words it crosses, there is a Challenge and no one presses RETURN. 

The players must consult a dictionary to determine the validity of the 
challenged player’s answer. If the challenged player is wrong, press 
CTRL C (CTRL <3— [backspace key] on the IBM). The on-screen 
prompt is ARE YOU SURE? Type Y and press RETURN. The incorrect 
answer is removed from the board, no points are incremented, and the 
challenged player loses his turn. The game continues with the next 
player. 


Scoring and Winning: 

• When you answer a clue correctly, you receive five (5) points for being 
correct and one (1) point for each letter in the answer (a seven-letter 
word nets 12 points). 

• Place a block and get one point; place a letter (die roll of 2) and get two 
points. 

• Be the first player to complete a chain from your Starting Bar to Home 
Base and get a bonus of 100 points. 

• With option T (Time Limit), you win with the highest score at the end of 
the time limit. 

• The winner of an option P (Points Limit) game is the first to reach the 
pre-set score. 

• To win an option H (Home Base) game, you must be the first to form an 
unbroken chain between the first word in your Starting Bar and Home 
Base. 

• Once the computer has declared a winner in any game, it returns you to 
the game board. You may continue playing (if you wish to determine 
second and third place winners) or begin a new game. 


Strategy: 

• When playing a Points Limit orTimeLimit game, theobject istoaccumu- 
late more points than your opponent. Try to gauge the on-screen die to 
give yourself the longest word possible (the longer the word, the more 
points you receive for a correct answer). Another good method for 
gaining points is to try for shorter, easier-to-answer words. This way, 
you may be able to get ahead by answering correctly more often than 
your opponent. 

• When placing words, you can always connect your answer to any other 
word on the board. You aren’t restricted to building off your own words. 
As a matter of fact, you don’t have to connect your words to any other 
words at all! Place a word anywhere on the board that has enough empty 
squares to hold it. In a Time Limit or Points Limit game, it isn’t necessary 
to ever connect words, as long as there is enough space on the board. 
But remember, the first player to complete a chain gets a 100 point 
bonus. 

• The more words there are on the board, the more difficult it is for anyone 
to place answers. It’s important to plan ahead as you place words, 
blocks, and letters. You want to make things difficult for your opponent, 
but open the way for yourself. Just remember, your opponent is doing 
the same thing! 

• If you can’t find a good spot to place a word, you may Pass. Passing can 
be a good move when the board becomes very crowded and you want to 
be sure you can build off any words you place. When you Pass, your 
word does not appear on the game board and you do not receive any 
points for it, so it may not be good strategy in a Points Limit orTime Limit 
game. 

• If you aren’t sure where your words or your opponent’s are located on 
the board, switch to the Overview (see Reference Card). The Overview 
shows the entire board, with solid lines indicating the positions of all the 
words. 

• In a Starting Bar to Home Base game, blocking can be a crucial move. If 
your opponent is successful in building a long chain of words, a strategi¬ 
cally placed block can cause him to be unable to conveniently connect 
more words to that chain. Placing a free letter, (sometimes, even an 
answer!) in an opponent’s chain can have the same effect. 

• You have several options in forming a chain. You can join words together 
from the Starting Bar down, from Home Base up, or place them any¬ 
where you like and join them whenever you see the opportunity. The 
method you use depends on your own skill and perspective and the skill 
of your opponents. 


COMING SOON FROM 
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CROSSCHECK™ CLUE LIBRARIES 

The Adult Clue Library #1 and Children’s Clue Library supplements to your 
CROSSCHECK game will add many more hours of fun for you and your family. 
Available for Atari 8-bit, Commodore 64/128, IBM PC, and Apple II at $14.95 
each. 

MIND PURSUIT™ 

CROSSCHECK fans will also enjoy another mentally stimulating game from 
Datasoft - MIND PURSUIT. Three difficulity levels and an animated game- 
board option make this new game fun for children, yet challenging for adults. 
Up to four individuals or teams can play, making this a game the whole family 
can enjoy. Available for Commodore 64/128 and Apple II at $29.95 with a 
$14.95 supplemental Question Disk. 

221 B BAKER STREET™ 

For a thought-provoking change of pace, try 221 B BAKER STREET. Join 
forces with Sherlock Holmes, travel the streets and alleys of Victorian London, 
and gather clues that will lead to the solution of some of the most intriguing 
cases ever faced by the famous detective and his sidekick, Dr. Watson. This 
$29.95 adventure-strategy game, complete with 30 cases (additional 30-case 
disks available at $14.95), is designed for 1 - 4 players on the Commodore 
64/128, Apple II series, and Atari 8-bit computers 


. . . WE CHALLENGE YOU!™ 
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19808 Nordhoff Place, Chatsworth, CA 91311 (818) 886-5922 

Crosscheck is a trademark owned by and used under license from TSR, Inc. 
Computer version developed by XEL-HA Associates 
in association with IntelliCreations, Inc. 

Datasoft is a registered trademark of IntelliCreations, Inc. 

221 B BAKER STREET is a trademark of the John N. Hansen Company, Inc. 
MIND PURSUIT and the slogan DATASOFT ... WE CHALLENGE YOU 
are trademarks of IntelliCreations, Inc. 

Apple II is a registered trademark of Apple Computer, Inc. 

IBM is a registered trademark of International Business Machines, Inc. 
Commodore 64/128 is a trademark of Commodore Business Machines, Inc. 
Atari is a registered trademark of Atari Computer, Inc. 
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